SlavSwarm, a Slavic scum swarm 


A question is occasionally brought up in Eclipse Phase threads, “Where are all the 
Russians? What happened to their space program?” While the books themselves offer small 
groups that are from Slavic nations, no large organization seems to have many Russian founders, 
leaving a small but noticeable hole in Eclipse Phase’s history books. This is my attempt to 
provide a possible answer to the question and to create a new group for people to check out and 
perhaps use in their games. 


Timeline of SlavSwarm 


BF 40-20: The Russian Confederation undergoes a radical government shift and a brief 
but intense period of instability due to global crisis, lack of confidence in the government, and 
massive economic tensions, emerging as the Pan-Slavic Union. Mass militarization occurs as the 
PSU begins to aggressively expand into other Slavic nations, assimilating them by force. Global 
tensions spike as censure, peacekeeping actions, and proxy conflicts erupt in response. The PSU 
begins to establish a massive spacefleet, dubbed KosmoFlot, in both Earth and Jovian orbit to 
ensure space supremacy. Russian space colonization expands rapidly during this time, pushing 
into Earth orbit, Jovian space, and Martian territory. 


BF 20-0: KosmoF lot grows by leaps and bounds, opposed fiercely by NATO and UN 
powers as outright global war begins to erupt, with American interests being the most fierce 
opponents. Tensions escalate even further between American and PSU space assets in Jovian 
orbit, with only the threat of mutually assured destruction holding the sides from an all out 
attack. Massive assaults against civilian targets by combat synths and pods bearing NATO 
markings galvanize the PSU against their rivals and escalate the conflict to the point that 
chemical and memetic warfare become matters of course. Conventions of war begin to dissolve. 
National diplomatic channels choke with angry accusations and then grow dangerously silent. 
The tensions extend to the Russian orbital habs swiftly, and then to the territories further 
out-system. 


The Fall: To all appearances, the PSU is responsible for World War Three as war 
machines and soldier pods attack all targets indiscriminately, and WMD use has begun in 
earnest. The PSU digs in its heels, fiercely defending its territorial gains and brutally repressing 
any insurgents or enemy action within its borders. Many major PSU cities become massive 
fortified bunkers supposedly proof even against fusion warheads, sheltering hundreds of millions 
of people. 


As the Fall progresses, war comes to the Jovian system, with the end result of the total 
destruction of the PSU fleet and colonies in the region and allowing the rise of the Jovian 
Republic. Orbital PSU habitats fare poorly as well, many falling back into the gravity well or 
becoming graveyards as the Fall ripples outwards. The Russian colony on Mars survives, but 
only by good luck and the swift destruction of Qurain, and it is eventually absorbed into the 
Tharsis League and the Consortium. 

PSU infowar specialists begin to be overwhelmed by ‘NATO’ infowar efforts as the true 
enemy begins to reveal itself. Even as other nations begin to flee into orbit, the PSU continues its 
dogged defense of its territory against all comers, using all of its assets in a futile effort to turn 
aside the TITAN war machines. 

The Siege of Novgorod occurs, a full battle between massive TITAN forces and the 
forces stationed at Novgorod, ending in the bunker-city of Novgorod being irreparably breached. 
This results in the loss of millions of militia, soldiers, and civilians to the TITANS, as well as a 
large portion of the PSU high command. Surgical strikes at Moscow and St. Petersburg at the 
same time finishes the work of decapitating the PSU military. 

Seeing the fall of Novgorod as a symbolic loss of the war, the surviving PSU chain of 
command initiates a mass evacuation of every citizen of the PSU. Citizens are forced from their 
homes with only what they can carry and pushed into ships filled to capacity and beyond. Once 
no more can be fitted into the ships, the remaining citizens are force-uploaded and transported as 
infugees within the fleet’s mesh. Claims that rural, poor, non-Russian Slavs were 
disproportionately targeted for forced uploading have been furiously denied. PSU ships are 
among the last to leave Earth before the interdiction network is established. 


AF 1-4: Lacking the PSU military and government leadership, KosmoF lot begins to 
collapse into disunity, with many ships breaking away to join Martian, Lunar, or independent 
interests. Hierarchy breaks down as old ethnic tensions flare up stronger than ever before, and 
every ship captain begins to squabble for pecking order and overall command. This ultimately 
leading to multiple outright skirmishes between ships and the destruction of several original 
swarm vessels. Eventually, a new order is established and a new course is set. The PSU is dead, 
but the ships remaining in the fleet rebrands itself around a shared Slavic identity. The fleet 
begins wandering the solar system and gradually becomes a scum swarm as civilian and scum 
ships join the fleet and begin to assimilate with the culture while bringing scum culture to the 
fleet. 


AF 5-7: KosmoF lot has fully transformed. While retaining a distinctly Pan-Slavic 
identity, for the most part, the national and military identities have completely dissolved, in no 
small part due to the fact that most surviving nationalist fanatics are either dead or have left the 
swarm. The newly born SlavSwarm remains highly antagonistic towards the Jovian Republic due 
to their history, and other planetary powers frequently view them with a certain amount of 


distrust and disdain even above that usually leveled against the Scum. However, their ability to 
produce useful trade goods, transport people, or serve as a ramshackle mercenary force gives 
them an economic niche across the system. While ships still occasionally break away from the 
swarm, the ship populations have mostly stabilized. 


AF 8-10: SlavSwarm has become infamous as one of the few inner-system scum swarms, 
ranging from Venus to the Belt, though avoiding the Jovian system. It remains a dangerous 
military force if given cause, but has become a self-sufficient fleet with a bustling market. It has 
strong ties with some hypercorps, especially Direct Action, as well as loose ties to various 
Extropian and autonomist habs in the Belt. 


SlavSwarm Culture 


SlavSwarm is an apparent paradox at first glance. A brand new group that clings to its 
Earth ethnic roots while abandoning national ties, as well as the fact that they remain a 
‘conservative’ group of scum, is confusing to many. However, a visit to the swarm itself reveals 
the facts of the matter. While they are not quite as purely chaotic as most swarms, they retain the 
classic Scum distaste for formal hierarchy, preferring a loose chain of seniority and settling most 
matters by cyber-democracy using a council of member vessels for larger matters and simple 
cyberpolls for smaller matters. Whenever democratic means are deemed too slow and inefficient, 
it is a nearly universal mindset among the swarm that it is easier to beg forgiveness than ask 
permission. As well, former PSU navy members, as well as captains of individual ships, hold an 
impressive amount of social power, usually expressed through rep or simply by unspoken 
influence. 

Living conditions on most ships of the swarm are dangerously cramped and Spartan in 
most eyes, which has its own effects on the culture. Personal property is kept to a minimum not 
for ideological reasons, but for the simple fact that most will only be able to claim a coffin-sized 
bed pod for living space, and some may not even get that much. Personal space and territory 
have become almost obsolete in the swarm, giving its community the feel of an open air market 
or a neighborhood gathering. Among members of the swarm, a favor economy has emerged 
naturally simply due to the sheer weight of work needed to keep the ships moving and safe, with 
the most usual trades being work shifts for treats or trinkets. 

Another quirk of SlavSwarm is militarization. The majority of the swarm’s vessels came 
from the PSU fleet, and it has bred the mindset that every member of the swarm must be able to 
act as militia at a moment’s notice. All swarm members are expected to be heavily armed at all 
times, with open carry a simple fact of life, and any displayed incompetence with the weapons 
one carries is usually punished with merciless mockery and an attendant rep dive. Every member 
of the Swarm is expected to look to his or her own self-defense or make friends able to do it for 


them, and those who can’t or won’t defend themselves can look forward to a hellish period of 
hazing until they either wise up, learn to deal with it, or leave. 

Social life in the swarm centers around three basic pillars: Work, after work, and the 
community. One is expected to bond with your fellow workers at whatever job you do, and after 
shift, going out for a communal night out is a common way to build those bonds further, with 
social drinking a simple fact of life. At home, one is expected to keep good relations with one’s 
neighbors, doing and receiving minor favors as the main glue in establishing social bonds, 
maintaining rep, and keeping residential areas of the swarm clean and functional, at least as 
much as possible. 

It is important to note that "SlavSwarm" is a name primarily applied by outsiders. The 
Swarm itself prefers the name KosmoFlot, their original name during the days of the PSU. 


Relationships with Others 


Anarchists: Unlike many scum swarms, SlavSwarm is not officially anarchist. However, 
it maintains cordial relationships with the AA and provides transport for anarchists cheaply and 
discreetly. Additionally, it is seen by most as functionally anarchist, as its hierarchies are loose 
and unofficial, though still occasionally powerful. On the other hand, ‘pure’ anarchist groups see 
SlavSwarm as ‘not one of us’, and it’s occasionally the target of memetic attacks along such 
lines. 


Argonauts: SlavSwarm, like many other scum, holds the Argonauts in high regard and is 
willing to offer generous incentives for them to stay with the swarm. Due to the advanced 
pre-Fall tech incorporated into many of the surviving destroyers of the Swarm, the argonauts are 
often happy to sign on for a tour. 


Barsoomian: SlavSwarm remains officially neutral to the Martian independence 
movement, but they have been known to sell weapons or mercenaries to the Barsoomians 
without hesitation. However, they will also do the same for the hypercorps, leading SlavSwarm 
to have a distinctly mixed reputation among Barsoomians. 


Belters and Brinkers: SlavSwarm does its best to maintain relationships with brinker 
habs in the Belt, though their path only rarely takes them far into the Belt. Given their high 
manufacturing ability, SlavSwarm has a high rep among belter groups, and is frequently slowed 
down in the belt due to weight of trade. 


Criminals: SlavSwarm retains unofficial and loose ties to the surviving Mafiya elements 
of the Night Cartel. Their relationship is cool at best, but occasionally the two will cooperate in 


the name of their history or simply because their interests have aligned. However, the swarm 
does not allow Night Cartel branches to openly operate within the swarm, and combats any 
perceived undue influence by its syndicates. 


Exhumans: SlavSwarm does not accept exhumans or exhumanists, period. Due to their 
history as fierce fighters against the TITANs, they see many exhumans as more of the same and 
as something to be destroyed whenever possible. They make no secret of this fact, and most 
exhumans are more than willing to deal with more accepting swarms instead. Only the most 
stubborn or belligerent exhumans choose to push the issue, and those usually end up regretting it. 


Hypercorps: SlavSwarm has ties to a number of hypercorps that contained PSU forces 
or Martian colonists among their founding members, and gives such corps preferential treatment. 
Other hypercorps are treated with distrust until they establish themselves as honest dealers, and 
the feeling is quite often mutual. 


Infugees: SlavSwarm collected vast numbers of infugees during the Fall. Military 
casualties, civilian casualties, and backups of both were loaded into the swarm’s ships en masse, 
and when there was no more room for refugees, the PSU infamously began to forcibly upload 
refugees from its outlying regions, killing their bodies but saving their minds. The swarm’s 
political opponents point out that these infugees were disproportionately penniless refugees from 
non-Russian Slavic nations, while others counter that such individuals rarely escaped Earth at all. 
Regardless, SlavSwarm is swamped with infugees and is constantly making new bodies in an 
attempt to sleeve them all, and they are a constant talking point in political arguments within the 
swarm and without. 


Jovians: Tensions between the Jovians and SlavSwarm remain extremely high. Even 
more than other swarms, SlavSwarm and Jovian forces remain intensely opposed, with Jovian 
interdiction of passage through their space one of the prime reasons the swarm rarely ventures 
past the Belt. However, many Russian survivors of the conflict between American and PSU 
forces remain within the Jovian republic as citizens, officers, or permanent prisoners of war, 
creating helpful contacts within the Jovian structures, or occasionally fueling a rescue operation. 


Lunars: SlavSwarm maintains mildly friendly relationships with Lunar interests and 
hypercorps. While they are generally good trading partners, many Lunar interests still harbor 
resentments against the PSU, leading to regular outbreaks of brawls and other minor conflict 
between swarm members and Lunar citizens. Irregular attempts to reclaim the former PSU 
orbital colonies overtaken by sepsis and/or exsurgents have only soured the relationship between 
SlavSwarm and the LLA, and their connection to the reclaimer movement is a constant presence 
in their dealings with ‘Loonies’. 


Mercurials: SlavSwarm is generally neutral to mercurials. However, there has been 
friction between the groups where AGIs are concerned, with SlavSwarm generally being 
opposed to unlimited AGIs and seed AI wannabes. Uplifts, however, are accepted easily into the 
swarm, provided they are willing to pitch in their part and work. 


Morningstar: SlavSwarm has a more distant relationship with Morningstar, but it is 
generally positive. Morningstar is more than happy to trade and work with SlavSwarm, but the 
lack of shared history has been a barrier to stronger ties. 


Reclaimers: SlavSwarm is a haven for reclaimers and Zone Stalkers. Many SlavSwarm 
members still dream of reclaiming their former territory from the TITANs, and this has bled into 
general sympathy for the reclaimer movement within the swarm. While the swarm does not 
officially run its own reclaimer missions, SlavSwarm members and gear are frequent sights 
within Reclaimer teams, and many prominent Swarm scientists have e-rep almost as high as their 
r-rep. 


Scum: SlavSwarm remains something of an outlier among other scum swarms. Its more 
conservative and militaristic mindset is often a sticking point with more extreme swarms, with 
some outer system swarms seeing SlavSwarm as besmirching their reputation. However, 
relations with other inner-system Swarms remain generally good due to sharing of resources, 
culture, and occasionally vessels. 


Socialites: SlavSwarm has very little care or use for socialites. While they are tolerated, 
they are expected to carry their weight and censured if they fail to. With the rough and tumble 
atmosphere of most Slav ships, socialites only rarely bother the Swarm. 


Ultimates: Ultimates are at best tolerated among SlavSwarm. While their culture doesn’t 
clash as badly as with other swarms, they are still viewed as outsiders preaching a dangerously 
individualist philosophy with dangerous implications for swarm morale. Combined with the 
often direct competition in the mercenary business the two groups experience, relationships 
range from distant respect for their shared points of asceticism and militarism at their best, to 
outright hostile at worst. 


Notable Ships of the Swarm 


Flagship: Potemkin 
The Potemkin is by far the most advanced and most heavily armed ship in the flotilla. 
Once a jewel in the PSU fleet, Potemkin is a heavily modified destroyer carrying a massive 


number of fighters and combat drones, as well as being heavily armed in its own right. On board, 
it is heavily populated and extremely cramped, bearing more than a passing resemblance to a 
Soviet era submarine. The people who live and work on board endure the conditions with a 
trademark stoicism, and have developed a highly militarized culture in the years since the Fall. 


Academgorodok: A former transport converted into a research ship, Academgorok has a 
unique reputation in the swarm. Acting as the swarm’s nexus of r-rep and engineering, it often 
plays host to visiting Argonauts, as well as providing new blueprints and technology to the rest 
of the swarm. Access is tightly restricted, and its Chief Researcher Dmitri Maksimov is 
infamously paranoid of infiltrators, possibly a relic of his time on Earth. 


Anastasia’s Pearls: A classic barge ship, Pearls lives up to its name with its constant halo 
of support craft hovering around it like glowing fireflies. It is a major population and trading 
center, often the only barge visitors actually board, and has a very open, mercantile air. It is a 
major clearinghouse of money, rep, and favors, and contributes greatly to most visitors’ first 
impressions of SlavSwarm 


Congratulations, You Are Shit!: A transport ship, Congratulations is the central base of 
the SlavSwarm marine forces. Equal parts flying military base, boot camp, and armory, 
Congratulations has been extensively modified to house massive numbers of troops on a 
semi-permanent basis. New initiates of the swarm's marine program train on Congratulations for 
at least six months before being transferred to another ship, enduring a brutal and relentless 
program designed to turn out exemplary mercenary soldiers. 


Cossack: A sister ship to Congratulations, Cossack is the home of the elite military units 
that were once part of the PSU. Like its namesake people, it is fiercely independent and leans far 
more autonomist than others in the Swarm, and sees itself in a permanent station of opposition to 
keep the more conservative elements of the swarm in check. On the occasions that the members 
of Cossack take to the mercenary life, bids for their services skyrocket quickly. 


Shagohod: The second largest vessel in KosmoFlot, Shagohod is a destroyer dedicated to 
overwhelming firepower. Even more cramped than Potemkin, Shagohod represents one of the 
greatest military assets of the swarm, and is kept deep within the heart of the swarm, protected 
against any attempt at sabotage. 


Gagarin: A former transport, Gagarin is the swarm’s center for biomorph design. Its vast 
cargo holds have become laboratories for genetic alteration and body modification, and its 
forced-growth vats are always busy making new pods and biomorphs to feed the swarm and its 
infugee population. 


Golodomor: An agricultural ship, Golodomor provides the swarm with biomass for its 
makers, along with vat-grown meat for more traditional dishes. A prosperous ship, its inhabitants 
enjoy a generally high rep, and its continued attempts to improve food yields have seen a 
massive increase in standard of living swarm-wide. 


Kitezh: Kept even more secure than Lomonsov, Kitezh is a mystery to everyone not 
actually part of the swarm. No one without considerable rep is even allowed near it, and boarding 
requires security checks that make some Pandora Gate security look tame, including the 
temporary disabling of any mesh inserts or other recording media. Those that have heard of the 
mysterious Kitezh are often extremely curious about what lies inside, and conspiracy theories fly 
left and right about it. Unfortunately for the conspiracy theorists, the truth about the Kitezh is 
incredibly simple: It’s a nursery ship where those who insist on a traditional birth are kept safe 
and healthy, along with schools for raising the youth of the swarm in comfort and security. Of 
course, few enough know Kitezh’s secret that attempts at infiltration occur with worrying 
regularity, increasing the security ever more. 


Korolev: A massive factory ship, Korolev is where the industrial heart of the swarm 
beats. A heavily modified asteroid miner, Korolev is designed to chew up entire asteroids into 
feedstock and use it to mass-produce anything the swarm needs. The massive industrial nanofabs 
of the vessel take up most of its area, with the rest dedicated almost entirely to its army of miner 
drones, leaving it with only a handful of physical crew and a massive infomorph population. 
Here, an infomorph can make a comfortable living from simple drone operation or maintenance 
work, enough to save up to receive a body ahead of most in the vast waiting list. 


Lomonosov: A sister ship to Academgorok, Lomonsov is a massive library-ship. It holds 
as much information on technology, history, and academia as the swarm can give it, and is 
tended by a massive population of infomorphs and synths that haunt its massive servers and 
artifact vaults. Even more than Academgorok, the swarm is violently protective of Lomonsov, as 
it is a repository of their culture and knowledge that cannot be replaced. 


New Siberia: Another barge, New Siberia suffers from a persistent complication in its 
environmental systems that leaves the ship constantly at below-freezing temperatures. Despite 
efforts to locate the problem, no solution has ever been found, and the ship has embraced its 
name and a distinct identity. All long-term residents are modified to endure extreme cold as a 
matter of course, and often take cosmetic modifications to make their morphs look frozen or 
snow-covered. It has become a surprisingly large nexus of infomorphs and synths as well, due to 
the computing technology made available by the shipwide cryonic temperatures. 


New Saint Petersburg: By far the largest ship in the swarm, NSP is a unique vessel based 
on classic cargo ship designs. Composed of a huge array of fusion engines at one end, a 
command module at another, and a long stalk connecting the two, it is able to mount dozens of 
massive cargo modules along its length, and has since become a mobile cluster hab housing the 
vast majority of SlavSwarm’s permanent population. 


Macedonia: A massive barge, Macedonia was a refugee center during the Fall and has 
emerged with its own identity within the swarm. Primarily holding Serbian, Bulgarian, and 
Greek refugees and infugees brought into the swarm during the last days of Earth, it endured 
numerous vicious protests post-Fall as the swarm first tore itself apart, which damaged the aging 
barge still further. While Macedonia still has issues with its many systems and peoples, it’s 
mostly recovered thanks to the hard work of its populace. It’s become a stronghold of the 
surviving members of the Orthodox church, with a majority of its members claiming 
membership. 


Rokossovsky: One of the swarm’s military carriers, Rokossovsky carries the distinction of 
being predominantly crewed and commanded by former PSU citizens not part of the Greater 
Russian culture. Primarily crewed by Polish and Ukranian citizens, the Rokossovsky is held up by 
some as a triumph of multiculturalism and Slavic unity within the swarm. While cynics would 
point out that many similar ships fled the swarm shortly post-Fall, and that most swarm ships and 
non-infugee members are Russian, the Rokossovsky still stands as one of the swarm’s great 
military assets and a loyal member. 


Sarajevo: A rebuilt and redesigned vessel, Sarajevo was originally a NATO destroyer 
that was brought down during the Fall. Reduced to a drifting hulk without life support or power, 
its entire crew dead, the ship was claimed by SlavSwarm and towed out of a decaying Earth 
orbit. The swarm has gradually rebuilt it ever since the Fall, with infugees and former refugees 
making the bulk of its population. While Sarajevo will never be a great destroyer again, it has 
gradually become a mildly prosperous civilian vessel with an eclectic populace that loves their 
new home. 


The Vodka Is Good But The Meat Is Rotten: Vodka is the swarm’s foremost edibles 
factory, growing vast amounts of edibles and feedstock to supply the swarm. A former transport 
ship converted into a single massive hydroponics and forced-growth complex, it single-handedly 
feeds much of the Swarm, and its own proprietary vodka brands are among the most lauded in 
the solar system. Its members have a surprising amount of political influence over other ships, 
due to its status, and has prompted other scum vessels to attempt to create their own competing 
food factories to break into the obviously lucrative market. 


Zhukov: Zhukov is one of the swarm’s military command vessels, housing many of its 
strategic minds and training its captains in tactics and strategy. While no one ship officially leads 
the swarm, Zhukov’s captain has considerable authority in times of crisis, as well as considerable 
influence in more general military matters. The frequent friction between Zhukov and the 
Potemkin has become an unofficial sport among swarm members, with considerable amounts of 
credits and duty shifts being bet on the outcomes of various squabbles for power and hierarchy. 


Zizek: A former argonaut vessel, Zizek permanently joined the Swarm several years ago. 
Serving as a medical vessel specializing in mental wounds, its healers try to cure the trauma 
caused by the Fall among the people of SlavSwarm. Given the swarm’s population and its 
massive number of infugees, their work is never done, but they continue to do it nonetheless, 
hopeful that they can create a better future for the entire swarm. 


Plot Hooks and Adventure Seeds 


Jovian Rescue: Intelligence has come to the swarm of the location of some of their own, 
held as Jovian prisoners of war. The former crew of the dreadnoughts Vladivostok and Krasniy 
Oktyabr languish in a Jovian-held asteroid awaiting a trial that may never come. The Swarm 
needs operatives to help rescue them. The only catch is, the best and easiest way for those 
operatives to be inserted is as new prisoners... And the question remains...are the crews still 
loyal, or have some of them quietly turned during the long years in the gulag? 


And Then The Slavs Arrived: Peace and quiet have become a dearly-missed thing 
lately as the swarm has visited an inner-system habitat. The swarm, taking a rare chance to 
explore dirtside, have been making nuisances of themselves and resisting any attempt to restore 
order. The PCs are hired to either forcibly restore peace or attempt to persuade a bunch of 
drunken scum to stop making asses of themselves. 


The Disappearance: A friend or ally of the PCs went to visit Anastasia's Pearls and 
vanished off the grid. Have they joined the scum, or is something more sinister going on? 


Parts for the Slavs: SlavSwarm has entered the local region and is in dire need of new 
parts to keep its ships functional and working. Unfortunately, due to local tensions and 
diplomatic incidents, the local powers that be refuse to sell. The swarm members want the player 
characters to act as go betweens to beg, borrow, steal, or outright loot the parts or their blueprints 
from recalcitrant, and heavily armed, sellers. 


The Plants Kill: One of the newer ships in the fleet, Bolshoi, has gone dark. Its crew was 
attempting to break into the edibles market, experimenting with transgenic extreme-growth 


plants for use as feedstock or direct use as edibles. Unfortunately, it seems their experiments 
have gone horribly right, as the entire ship is now filled with twisting vines, deadly fungi, and 
toxic concentrations of pollen and spores. Was this a simple case of science gone wrong, or was 
it sabotage? Or was the exsurgent virus somehow involved? And can the PCs return the ship to 
habitability? 


That Old Time Religion: The Orthodox Church has survived the Fall, if only barely. 
Their surviving members have flocked to SlavSwarm and begun integrating into the population, 
though the transition hasn’t always been smooth. Old ethnic tensions flare now and again, and 
some staunchly anti-theist organizations have begun making ugly noises as well. Can the players 
help keep the peace, or would they rather destabilize things further? 


